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ABSTRAK

Valentinus Perdi. 2025, Pengembangan Media Pembelajaran Game Quiz
Interaktif Berbasis Powerpoint Terhadap Minat Belajar Siswa Kelas V SDN 27
Seberang Kapuas Tahun Ajaran 2024/2025. Skripsi, Program Studi PGSD STKIP
Persada Khatulistiwa. Pemimbing I: Imanuel Sairo Awang, S.Si, M.Pd.,
Pemimbing II: Ursula Dwi Oktaviani, M.Pd.

Kata Kunci: Media Interaktif, Powerpoint, Minat Belajar

Penelitian ini dilatarbelakangi oleh guru masih menggunakan metode
pembelajaran konvensional sehingga minat belajar siswa menurun. Tujuan
peneliti  mengembangkan media pembelajaran berupa game quiz interaktif
berbasis powerpoint sebagai solusi untuk meningkatkan minat belajar siswa.
Metode penelitian ini Research and Development (R&D) dengan model ADDIE
yang terdiri dari analyze, design, development, implementation, dan evaluation.
Uji coba dilakukan dengan uji coba skala terbatas dan uji coba skala lapangan.
Alat pengumpulan data terdiri dari lembar validasi ahli media dan ahli materi,
angket, dan dokumentasi. Hasil penelitian menunjukan: (1) Media game quis
interaktif berbasis powerpoint di uji coba skala terbatas dan skala lapangan
setelah di validasi oleh validator ahli media dan ahli materi. (2) Validasi ahli
media menunjukan skor 78%, sedangkan presentase hasil ahli materi yaitu 81%.
Presentase dari rata-rata skor yang diperoleh dari ahli media dan ahli materi untuk
media pembelajaran game quis interaktif berbasis powerpoint vyaitu 79,5%
dengan kriteria Layak. (3) Tingkat keefektifan dihitung dengan menghitung hasil
thitung Sebesar 8,124 > t;,;; sebesar 1,697 yang mana H, ditolak maka H,
diterima, produk pengembangan media pembelajaran game quiz interaktif
berbasis powerpoint ini “efektif” untuk meningkatkan minat belajar siswa dalam
proses pembelajaran IPAS materi organ pernapasan manusia di kelas VV SDN 27
Seberang Kapuas. Media ini layak digunakan dengan skor rata-rata validasi
sebesar 79,5% dari ahli media dan ahli materi. Uji coba menunjukkan t_hitung
sebesar 8,124, yang lebih besar dari t_tabel 1,697, sehingga produk ini dapat
dianggap efektif dalam pembelajaran IPAS materi organ pernapasan manusia di
kelas V SDN 27 Seberang Kapuas. Dengan demikian dapat disimpulkan bahwa
pengembangan media pembelajaran game quiz interaktif berbasis powerpoint
telah terbukti efektif dalam meningkatkan minat belajar siswa. Diharapkan media
ini dapat diterapkan secara luas, dikembangkan lebih lanjut dengan fitur interaktif
tambahan sehingga menjadi lebih menarik dan efektif.



ABSTRACT

Valentinus Perdi. 2025, Development of Interactive Quiz Game Learning Media
Based on PowerPoint to Enhance Student Interest in Learning for Fifth Grade
Students at SDN 27 Seberang Kapuas for the Academic Year 2024/2025. Thesis,
PGSD Study Program, STKIP Persada Khatulistiwa. Supervisor I: Imanuel Sairo
Awang, S.Si, M.Pd., Supervisor Il: Ursula Dwi Oktaviani, M.Pd.

Keywords: Interactive Media, PowerPoint, Learning Interest

This study was motivated by the fact that teachers are still using conventional
teaching methods, which has led to a decline in students' learning interest. The
purpose of this research was to develop an interactive quiz game learning media
based on PowerPoint as a solution to increase students' interest in learning. The
research method used was Research and Development (R&D) with the ADDIE
model, which consists of analysis, design, development, implementation, and
evaluation stages. The trials were conducted through limited-scale and field-scale
testing. Data collection instruments included media expert and material expert
validation sheets, questionnaires, and documentation. The results of the study
show that: (1) The interactive quiz game media based on PowerPoint was tested
through limited and field trials after being validated by media and material
experts. (2) Validation by media experts showed a score of 78%, while the
validation by material experts reached 81%. The average score from both experts
was 79.5%, which is categorized as "Feasible.” (3) The effectiveness level was
determined by calculating the t-test value, where the t_count was 8.124, which is
greater than the t table value of 1.697. Therefore, the null hypothesis (Ho) is
rejected and the alternative hypothesis (H,) is accepted. This indicates that the
development product—an interactive quiz game based on PowerPoint—is
"effective” in increasing students’ learning interest in the science subject,
particularly the topic of human respiratory organs in fifth grade at SDN 27
Seberang Kapuas. In conclusion, the interactive quiz game learning media based
on PowerPoint has proven to be effective in enhancing students’ learning interest.
It is expected that this media can be widely implemented and further developed
with additional interactive features to make it even more engaging and effective..
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